The RAND-ABELTM language has been used to build several combat simulations, which we refer to generically as Referee models.
In The simulation and modeling community has been troubled in its efforts to find the elusive balance between model realism and usability.
The usual answer in the area of air and ground combat modeling has been to ~;o to higher and higher resolution at the expense of transparency, flexibility, and overall utility. In addition, the demands placed by these models on extensive quantitative data bases have made the care-and-feeding expenses of most large simulations prohibitive.
Even when most of the data is obtainable, many of the qualitative questions, such as the effects of surprise or the value of intelligence, are still not measured by these models.
As the size of the models increase, their ability to respond to short-deadline projects becomes severely impaired. 
